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CREDITS 
All used artwork, screenshots and lore texts are from the video game Vaporum by Fatbot Games. 


AUTOMATONS 


eavy automatons are a technological wonder 
1 | of our age! The basic models produced by the 

Supreme Bureau are used for heavy lifting in 
many sectors, and mostly in construction 
work, docks, and as security units. Their 
tireless labor and tremendous strength make 
them invaluable and very useful There are 
several models in production right now, and more blueprints 
and patents are waiting in the Supreme Bureau Archives. 


FIREWAVE GOLEM 


One of these models, awaiting approval, is the Mk IIJ-AV 
Blacksmith Golem, nicknamed the Firewave Golem. The Arx 
Vaporum series is based on the older, but reliable Katkennut 
Mk I Loading Golem. However, the base steam propulsion 
system and Kempelen's control core were replaced by 
modern fumium technology. 

The Firewave Golem finds most use in steelworks, forges, 
and large-scale construction projects. Simply, wherever brute 
strength is required to lift and carry heavy parts, but cranes 
would be too cumbersome and time-consuming to set up. 

The main difference of the Arx Vaporum series is the use of 
fumium-saturated steel in the base skeleton and the fumium 
propulsion system. The golem's sturdy arms can be tailored 
to emit massive amounts of energy converted into heat or 
small controlled explosions, giving it further useful 
applications. 


MAGNET GOLEM 


The Magnet Golem, type label Mk V-AV, is probably the most 
significant piece of work by the decorated Chief Engineer 
Hendy Runkralf and his team of the Arx Vaporum. In the 
Archives, there are news articles that celebrate his Magnet 
Golem constructing the Great Bridge across the Brennen 
Bay, connecting Capital Island with Northward Island. 

The main difference from the Mk III (Firewave Golem) is 
the Runkralf-Morris coil, made of fumium alloy, installed in 
the central part of the golem body. The coil, along with the 
specialized structure of the inner shell, can generate a strong, 
directed magnetic field. This function allows the golem to 
move metallic objects at great distances without even 
touching them or wasting time walking around. Multiple 
golems can be used to form a magnetic chain to move heavy 
objects at an incredible pace. This is especially useful in the 
construction of tall buildings, industrial halls, or large 
military bases. 

The latest experiments show that it is possible to calibrate 
the magnetic field to affect even non-metallic objects. It 
seems that, on a molecular level, there is an interaction 
between the fumium crystals used in the skeleton of the 
automaton. 


FIREWAVE GOLEM 


Large construct, unaligned 


Armor Class 19 (natural armor) 
Hit Points 152 (16d10 + 64) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
26 (+8) 12 (+1) 19 (+4) 3 (-4) 10(0) 1 (-5) 
ee ——————— 
Damage Immunities bludgeoning, piercing and 
slashing damage from nonmagical weapons that 
aren't adamantine, fire, necrotic, psychic 
Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 
Senses darkvision 120 ft., passive Perception 10 
Languages understands its creator's languages but 
can’t speak 
Challenge 12 (8400 XP) 
—LL——— SSS 
Immutable Form. The golem is immune to any spell 
or effect that would alter its form. 


Magic Resistance. The golem has advantage on saving 
throws against spells and other magical effects. 


Magic Weapons. The golem’s weapon attacks are 
magical. 


Actions 


Multiattack. The firewave golem makes two fist 
attacks, or one mighty slam attack. 


Fist. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 19 (2d10+8) bludgeoning damage. 


Mighty Slam. Melee Weapon Attack: +12 to hit, reach 
5 ft., the firewave golem can slam the ground with its 
fists, hitting everything that stands in a 5-foot arc in 
front of him. Hit: 18 (3d6+8) bludgeoning damage 
plus 10 (3d6) fire damage. 


Fire Wave (Recharge 5-6). The golem emits a fire wave 
in a 20-foot cone. Each creature in that area takes 56 
(16d6) fire damage, or half damage with a successful 
DC 16 Dexterity saving throw. 
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MAGNET GOLEM 


Large construct, unaligned 


Armor Class 18 (natural armor) 
Hit Points 142 (15d10 + 60) 
Speed 30 ft. 


STR CON _ INT WIS CHA 
25 (+7) 12 (41) 18 (+4) 3 (-4) 10(40) 1 (-5) 


Damage Immunities bludgeoning, piercing and 
slashing damage from nonmagical >weapons that 
aren’t adamantine, fire, necrotic, psychic 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, >poisoned 

Senses darkvision 120 ft., passive Perception 10 

Languages understands its creator's languages but 
can’t speak 

Challenge 12 (8400 XP) 

ee 

Immutable Form. The golem is immune to any spell 

or effect that would alter its >form. 


Magic Resistance. The golem has advantage on saving 
throws against spells and other magical effects. 


Magic Weapons. The golem’s weapon attacks are 
magical. 


Actions 


Multiattack. The magnet golem makes two fist 
attacks, or one mighty slam attack. 


Fist. Melee Weapon Attack: +11 to hit, reach 5 ft., 
one target. Hit: 18 (2d10+7) bludgeoning damage. 


Mighty Slam. Melee Weapon Attack: +11 to hit, reach 
5 ft., the magnet golem can hit the ground with its 
fists, hitting everything that stands in a 5-foot arc in 
front of him. Hit: 17 (3d6+7) bludgeoning damage 
plus 10 (3d6) fire damage. 


Magnet Pull (Recharge 4-6) . The magnet golem emits 
special magnetic pulse in a line 30 feet long and 5 
feet wide in a direction of his choosing. The first 
creature in the line must make a successful DC 15 
Dexterity saving throw or be pulled adjacent to the 
magnet golem (if it wasn’t already). The target must 
be size Huge or smaller to be pulled this way. After 
successful pull the target creature is hit by magnet 
golems Fist attack. 


SPIDERLING 


Small construct, unaligned 


Armor Class 15 (natural armor) 
Hit Points 22 (5d6 + 5) 
Speed 40 ft., climb 30 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 16 (+3) 12 (+1) 3 (-4) 10(+0) 1 (-5) 


Damage Immunities poison, psychic 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 

Senses passive Perception 10, darkvision 60 ft. 

Languages understands its creator's languages but 
can’t speak 

Challenge 1 (200 XP) 


Immutable Form. The spiderling is immune to any 
spell or effect that would alter its form. 


Pack Tactics. The spiderling has advantage on an 
attack roll against a creature if at least one of the 
spiderling’s allies is within 5 feet of the creature and 
the ally isn’t incapacitated. 


Magic Resistance. The spiderling has advantage on 
saving throws against spells and other magical 
effects. 


Actions 


Multiattack. The spiderling makes two claw attacks. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 10 (2d6+3) piercing damage. 


SPIDERLING 


The arachnid R-X1 model, better known simply as the 
Spiderling, is based on older mining technology, often used in 
the mining industry to clean shafts. The first models were 
developed by Sir Balthazar Thomas Hell for the Brenner 
Mining Co. This type of arachnid (also known as Arach-3) 
was larger, relatively slow, equipped with a coal-burning 
module with a steam boiler and a simple piston. Later 
experimental models used the first prototypes of diesel 
propulsion. However, they failed to enter mass production. 


The R-X1 model is attributed to Chief Engineer Hendy 
Runkralf of the Arx Vaporum project. It is much smaller and 
faster than its predecessors, equipped with state-of-the-art 
fumium batteries, built on a brand new chassis. Thanks to the 
fumium technology, the R-X1 is small enough to easily get 
into various ducts and larger industrial shafts. 
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SUPREME BUREAU ARCHIVES 
Record: AV-A023 


Matter: Report of Victor Baskerfield, Maintenance 
Unit of Arx Vaporum 

Yesterday, deep into the night at 2 AM, we 
enabled five Spiderlings to carry out service duties 
in the Waterworks. One of them struck May 
Kerrick's leg. By mistake, | hope. Kerrick 
instinctively retaliated and smashed the robot to 
pieces. What followed still makes me shiver, even 
now, many hours after the incident. The rest of the 
spiders took a defensive stance, as if to protect the 
remains of the smashed one. They formed an arc, 
beating and clapping their legs on the ground in a 
threatening fashion. When we tried to get close, 
they lashed out at us. We had to pacify them using 
the PCU (Pest Control Unit), a Shock Spider. 

The behavior of the PCU was unexpected. We 
thought we would order the Shock Spider to 
simply destroy the creepy little things. However, 
before we could even decide on the matter, the 
spider took charge. I'd never seen anything like it 
around these machines. The moment the big 
spider showed up, the Spiderlings snapped out of it 
and just followed the big one like goslings follow a 
goose. No idea what to think of it. And who to 
report it to, Runkralf? 


SHOCK SPIDER 


Arach-5 (PCU-Z46) with the codename of "Shock Spider" is 
an advanced model based on the older quadrupedal Arach-3 
that was equipped with a coal-burning module with a steam 
boiler and a simple piston. 

In the PCU (Pest Control Unit) series, the whole system 
was replaced with an expansion chamber for the battery and 
more robust pistons. It is powered by stronger energy cells 
and equipped with powerful dischargers. With the new 
sensory appliance and improved control algorithms, the 
electrical discharge can stun or outright kill any kind of pest, 
be it roach, rat, or other Arx-specific lifeform, in barely 
accessible places. 


AcID SPIDER 


Arach-5 (ECU-T54), commonly known as the Acid Spider 
among the Maintenance Unit workers of the Arx Vaporum, is 
a new model based on the older quadrupedal Arach-3. Arach- 
5 is a lot more advanced and stable. The new prototypes 
should amend all known issues in the 4th generation (also 
known as the Katkennut prototypes) of this technology. The 
batteries of this series are based on the Gwilherm's Grid. 
Made of fumium-enhanced steel, keeping the fumium grain 
intact, this should make the whole construction a lot more 
solid and stable. 

In the case of ECU (Environmental Cleaning Unit), the 
central construction was replaced by a tank filled with a 
special solution for the cleaning and maintenance of fumium 
piping and mining equipment. The tank is made up ofa 
single piece, making it 100% water-proof. The reactive 
solution consists of a mix of strong acidic compounds and 
liquid fumium concentrate. This solution is very toxic and 
dangerous, especially to various biological lifeforms. 
However, it is a very efficient tool for the maintenance of 

-fumium devices. 


SHOCK SPIDER 


Medium construct, unaligned 


Armor Class 15 (natural armor) 
Hit Points 78 (12d8 + 24) 
Speed 30 ft., climb 20 ft. 


STR DEX CON INT WIS’ CHA 
10 (+0) 14(+2) 14(42) 3(-4) 10(+0) 1(-5) 


Damage Immunities poison, psychic, lightning 

Damage Vulnerabilities bludgeoning 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 

Senses passive Perception 10, darkvision 60 ft. 

Languages understands its creator's languages but 
can’t speak 

Challenge 2 (450 XP) 

(a 

Immutable Form. The shock spider is immune to any 

spell or effect that would alter its form. 


Magic Resistance. The shock spider has advantage on 
saving throws against spells and other magical 
effects. 


Actions 


Multiattack. The shock spider makes two claw 
attacks. 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 12 (3d6+2) piercing damage. 


Discharge (Recharge 4 - 6). Every creature within 10 
feet of the shock spider must make a successful DC 
12 Constitution saving throw or take 10 (3d6) 
lightning damage, or half damage with successful 
saving throw. 


AcID SPIDER 


Medium construct, unaligned 


Armor Class 15 (natural armor) 
Hit Points 78 (12d8 + 24) 
Speed 30 ft., climb 20 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 14 (+2) 14 (+2) 3 (-4) 10(40) 1 (-5) 
(Ee ee 

Damage Immunities poison, psychic, acid 

Damage Vulnerabilities bludgeoning 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 

Senses passive Perception 10, darkvision 60 ft. 

Languages understands its creator's languages but 
can’t speak 

Challenge 2 (450 XP) 

ne 

Immutable Form. The acid spider is immune to any 

spell or effect that would alter its form. 


Magic Resistance. The acid spider has advantage on 
saving throws against spells and other magical 
effects. 


Actions 


Multiattack. The acid spider makes two claw attacks. 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 12 (3d6+2) piercing damage. 


Acid Nozzle (Recharge 4-6). The acid spider exudes a 
poisonous load into the surroundings, causing 
continuous area damage and administering acid onto 
creatures who walk through the gas. Every creature 
within 5 feet of the acid spider takes 9 (2d8) acid 
damage, or half damage with a successful DC 12 
Constitution saving throw. The gas remains in place 
for 2d4 rounds. While damaged this way, the 
creature must repeat the saving throw at the end of 
its every turn. On a failure, it takes 9 (2d8) acid 
damage and the damage continues; on a success, the 
repeated acid damage ends. Immunity to acid grants 
immunity to Acid Nozzle effects. 


SHOCK DRONE 


These small floating multi-purpose machines are a creation 
of the Technical Faculty of the Supreme Bureau University. 
Based on a delicate clockwork mechanism, steam power, and 
a strong propeller. The propeller allows the drone to take off 
the ground, to get to otherwise inaccessible places. Mostly 
used in industry production and construction work at first, 
this type also found its use in the military for territorial 
reconnaissance. 

This 3rd generation still has its roots in the original patent 
from the Technical Faculty, although the drone's weight and 
size are considerably smaller thanks to the fumium 
technology. Fumium batteries, developed in the labs of the 
Arx Vaporum, give the drone a lot of flexibility and increased 
performance. A rotary dynamo placed in the central part is 
driven by a motor powered by a fumium battery. 

Model SB-MP M-9 Shock Drone Mk III is also equipped 
with an electrode-arm. Unlike the Welder Drone's appliance, 
this electrode is capable of producing an electrical shock 


which can paralyze the nervous system of a living organisnggy 


as well as short-circuit the clockwork of most robotic 
machines. It can also pierce through a 10-cm thick layer of 
clothing. Using a fumium battery, the core can produce a 
voltage of up to 50,000. An older model of the Shock Drone 
was first deployed en masse by the Riot Units of the Supreme 
Bureau to suppress the Great Strike 15 years ago. Thtse 
drones proved to be very useful, helping the Bureau to quickly 


stamp out any signs of disorder. We are certain that these, . 


new models would do an even better job today. 


SUPREME BUREAU ARCHIVES 
Record: AV-A032-MR 


Dear Chief Officer Rike, 

Your objection to frequent use of automatic 
drones instead of military personnel concerning 
the safety of the Arx Vaporum project has been 
duly noted. Although the apprehension of the 
unknown is understandable, progress cannot be 
halted. Your objection will be discussed, according 
to regulation SB-A12/34, at the Scientific Project 
Board meeting two weeks from now. 

It would be advisable to remember that the 
Bureau cannot provide reliable security personnel 
at this time. The approval process therefore takes a 
larger amount of time than usual. Based on the 
latest reports from the Arx Vaporum project, it 
seems that the automatic machines promise to 
bring about a bright future. As Chief Officer of one 
of the greatest projects of the Supreme Bureau, it 
would be advisable to appreciate these facts. 

Best regards, 

Ruland Stokk, Chief Officer of Regulatory Office 
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CANNON DRONE 


The Cannon Drone, or SB-MP M-X Cannon Drone Mk III, is 
based on the second military prototype, where the army 
realized that the recon drones needed a way to defend 
themselves, otherwise they were going to be an easy target 
for enemy riflemen. The Mk I model had a photographic 
appliance and a small-caliber suspension gun. The Mk II 
replaced the whole system with a new firing mechanism, also 
removing all the advanced recon functions. Thanks to 
fumium, the Mk III model was upgraded with a firmer 
construction and propulsion system with much greater 
performance. This also allowed the mounting of a powerful 
cannon onto the base SB-MP skeleton. The army plans to 
field this latest model to’escort and protect military airships. 
= 4 
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SHOCK DRONE 


Medium construct, unaligned 


Armor Class 15 (natural armor) 
Hit Points 16 (3d8 + 3) 
Speed 0 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 
12 (41) 1442) 12 (41) 3 (-4) 8(-1) 1(-5) 


Damage Immunities poison, psychic, lightning 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 

Senses passive Perception 9, darkvision 60 ft. 

Languages understands its creator's languages but 
can’t speak 

Challenge 1/2 (100 XP) 


Immutable Form. The shock drone is immune to any 
spell or effect that would alter its form. 


Magic Resistance. The shock drone has advantage on 
saving throws against spells and other magical 
effects. 


Flyby. The shock drone doesn’t provoke an 
opportunity attack when it flies out of an enemy’s 
reach. 


Actions 


Shock. Melee Weapon Attack: +4 to hit, reach 5 ft., 


Hit: 11 (2d8+2) lightning damage. 
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CANNON DRONE 


Medium construct, unaligned 
Armor Class 14 (natural armor) 
Hit Points 19 (3d8 + 6) 

Speed 0 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 
12 (+1) 13 (41) 14 (+2) 3 (-4) 10(0) 1 (-5) 


Skills Perception +4 

Damage Immunities poison, psychic 

Condition Immunities exhaustion, frightened, 
charmed, paralyzed, petrified, poisoned 

Senses passive Perception 14, darkvision 60 ft. 

Languages understands its creator's languages but 
can’t speak 

Challenge 1/2 (100 XP) 


Immutable Form. The cannon drone is immune to any 
spell or effect that would alter its form. 


Magic Resistance. The cannon has advantage on 
saving throws against spells and other magical 
effects. 


Flyby. The cannon drone doesn’t provoke an 
opportunity attack when it flies out of an enemy’s 
reach. 


Actions 


Cannon. Ranged Weapon Attack: +3 to hit, range 


40/80 ft., one target. Hit: 5 (1d8+1) piercing 
damage. A creature hit by the cannon must make a 
successful DC 10 Constitution saving throw, or 
become stunned for 1d4 rounds. 


| AOS A + SON NASP NS AO MIEEEE NET OA Et OPA PRED ERED AAD ENUM) AB 10 AP RRA? 


‘THE EXPERIMENTS 


ROACHLING 


Roaches live a basic existance in every part of the world, able 
to thrive in the most diverse of environments, though mostly 
in tropical and subtropical climates. They can also withstand 
extremely low temperatures which allows them to live in the 
coldest corners of the world. 

We surmise that the species present in the Arx Vaporum, 
which we are experimenting upon, came here with the 
supplies from the port of Burrow. Most likely in the fruit and 
veg. 

They made ideal test subjects. To use them for the 
"Behavioral Effect of Fumium-Enhanced Food on Lesser 
Species" experiment was Lora Rike's idea. We fed the little 
things fumium-enhanced fruit hash. At first, there were no 
visible changes in their behavior or biological structure. But, 
after two weeks, we saw a measurable increase in their size. 
They started to grow rather rapidly afterwards. The result of 
this experiment is a species of roach that is both large and 
agile, and is difficult to control These creatures are very fast 
and can jump over great distances. 


ROACHLING 


Medium beast, unaligned 


Armor Class 15 (natural armor) 
Hit Points 45 (7d8 + 14) 
Speed 30 ft. 


STR DEX CON _ INT WIS CHA 
12 (+1) 14 (+2) 14 (42) 5 (-3) 10(40) 2 (-4) 


Senses blindsight 60 ft., passive Perception 10 
Languages - 
Challenge 2 (450 XP) 


Keen Smell. The roachling has advantage on Wisdom 
(Perception) checks that rely on smell. 


Leap. Roachling is very agile creature and can leap up 
to 15 feet straight ahead or backward as part of its 
movement; this counts as withdraw action when 
moving away from a foe. 


Leap Attack. If the roachling jumps at least 10 feet 
straight toward a target and then hits it with a claw 
attack on the same turn, the target takes an extra 7 
(2d6) damage. 


Actions 

Multiattack. The roachling makes two melee attacks. 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 6 (1d8+2) piercing damage. 


Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., 
Hit: 5 (1d6+2) slashing damage. 
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ACID ROACH 


Small beast, unaligned 


Armor Class 14 (natural armor) 
Hit Points 33 (6d6 + 12) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 12 (+1) 14(4+2) 5 (-3) 10 (+0) 2 (-4) 


Damage Immunities acid 

Senses blindsight 60 ft., passive Perception 10 
Languages - 

Challenge 2 (450 XP) 


Keen Smell. The acid roach has advantage on Wisdom 
(Perception) checks that rely on smell. 


Leap. Acid roach is very agile creature and can leap 
up to 15 feet straight ahead or backward as part of 
its movement; this counts as withdraw action when 
moving away from a foe. 


Actions 
Multiattack. The acid roach makes two melee attacks. 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 5 (1d8+1) piercing damage. 


Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., 
Hit: 4 (1d6+1) slashing damage. 


Acid Spit (Recharge 5-6). The acid roach spits a line 
of acid that is 40 ft. long and 5 ft. wide. Each 
creature in that line takes 13 (3d8) acid damage, or 
half damage with a successful DC 12 Dexterity 
saving throw. 


ACID ROACH 


At first, we fed the whole populace of roaches the same food. 
But then, as they started to grow, we made a few changes in 
the diet. We divided them into several groups and gave eacha 
different variant of fumium-enhanced food. 

The effect this had on the control group B-13 was rather 
surprising. We first saw changes in the test subject "James". 
After shedding the outer shell, its body had a yellow-green 
coloration. After a new layer of armor calcified, we saw the 
color shift a little. This was quite interesting on its own, but 
the mutation went on. 

In the next generation of control group B-13, a strong 
spitting muscle developed inside their mandibles. The saliva 
of this creature is very toxic and thus dangerous. When it hits 
the ground, it creates a pool of acid. It's very possible that our 
substance will continue to mutate the species in unexpected 
ways. 


GREAT ROACH 


According to the notes of Leroy Brown, who created all the 
food variants, a small percentage of roaches can grow to the 
size of a bull In control group M-14, it was no more than 1% 
of the populace, and it was very much the same in control 
group T-04. In M-03, it was as much as 2%. Results in other 
control groups were far less significant. 

We still don't know why this only happens in such a small 
percentage of the population. Perhaps it's the natural limit of 
the biology of these subjects, or it has to do with fumium 
interacting with very specific nutrients. Well, of that we are 
sure, but we just don't understand the specifics yet. To 
discover all the intricacies, we will need more statistical data 
and more research blocks. 

This kind of newly-mutated roach is slower and less agile, 
but it has developed a thick chitinous layer, protecting the 
front and the sides of its body. The layer is coated with a 
structure similar to something that resembles "barbed wire", 
and, as you would expect, any contact with biological tissue 
causes heavy bruises and wounds. These giants seem to 
somehow regenerate rapidly when under stress or assault. 
Despite the brick-solid armor in the front and the sides, and 
the strong health regeneration abilities, the Great Roach is 
virtually unprotected from the back. 


GREAT ROACH 


Medium beast, unaligned 


Armor Class 14 (natural armor) 
Hit Points 55 (10d8 + 10) 
Speed 25 ft. 


STR DEX CON INT WIS ~ CHA 
16 (+3) 10(+0) 14 (+2) 5 (-3) 10(+0) 2 (-4) 


Senses blindsight 60 ft., passive Perception 10 
Languages - 
Challenge 3 (700 XP) 


Keen Smell. The acid roach has advantage on Wisdom 
(Perception) checks that rely on smell. 


Actions 


Multiattack. The great roach makes two melee 
attacks. 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 12 (2d8+3) piercing damage. 


Defensive Shell (Recharge 5-6). When under attack, 
the big roach cowers down into a defensive shell. It 
gains +4 boost to its AC and regains 13 (3d8) hit 
points at the start of its turn. The defensive shell 
lasts for 1d4 turns. When the great roach is in this 
stance, it cannot attack or move. All attack rolls 
against the great roach have disadvantage. 


